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Widyatmoko, Herwin. 2018. The Development of Educational Puzzle Game 
Based on the Local Wisdom Using Flash Media to Educate the Students’ 
Characteristic of Primary School. Thesis. Master of Elementary School 
Education, Teaching and Learning Faculty, Muria Kudus University. 
Supervisors: (1) Dr. Murtono, M. Pd. (2) Dr. Suad, M. Pd 
Key Words: The Development of Educational Puzzle Game, Flash. 
This research aims to development Puzzle Game by using Flash media on 
theme 4 my obligations and rights for third grade of elementary school dan to 
describe the effectiveness of Puzzle Game using Flash media on theme 4 my 
obligations and rights for third grade of elementary school. 
The types of this research are Research and Development. This research 
consists of seven stages; 1) potential and problem; 2) data collection; 3) product 
design; 4) validation design; 5) revised design; 6) product trial; 7) revised product. 
The research data is the need for educational Puzzle Game, the prototype of 
educational Puzzle Game and the effectiveness of educational Puzzle Game. Data 
collection techniques consist of an observation, interview, questioner and 
documentation. Data sources of this research are the students of third grade and 
teacher of SD N 01 Pulorejo 01, SD N Winong 01, SD N Kebolampang as 
elementary experimental groups and SD N Sumbermulyo 01, SD N Kropak 02, 
SD N Godo 03 as elementary school control groups in Winong district, Pati 
Regency. 
The results of the puzzle game media prototype are a set of media 
containing puzzle games using flash applications, manual puzzle games, and 
puzzle game guidance. The effectiveness test results show that the puzzle media 
game is effective, which is indicated by the results of the t test. The results of the t 
test in the experimental and control groups were 9.052. Data from t test shows that 
t count > t table, which is 9.052> 1.657 then Ho is rejected and Ha is accepted. 
Based on the t test, it can be concluded that the application of puzzle game media 














Widyatmoko, Herwin. 2018. Pengembangan Game Puzzle Edukasi Berbasis 
Kearifan Lokal Bermedia Flash Untuk Penanaman Karakter Pada Anak 
SD. Tesis. Program Studi Magister Pendidikan Dasar Fakultas Keguruan 
dan Ilmu Pendidikan Universitas Muria Kudus. Dosen Pembimbing (1) 
Dr. Murtono, M. Pd. (2) Dr. Suad, M.Pd. 
Kata Kunci: Pengembangan Game Puzzle Edukasi, Flash. 
Penelitian ini bertujuan untuk mengembangkan Game Puzzle bermedia 
Flash pada tema 4 Kewajiban dan Hakku untuk siswa SD kelas III, dan 
mendeskripsikan hasil uji efektivitas Game Puzzle bermedia Flash pada tema 4 
Kewajiban dan Hakku untuk siswa SD kelas III. 
Jenis penelitian ini adalah Research and Development. Penelitian ini 
terdiri dari tujuh langkah, yaitu: 1) potensi dan masalah; 2) pengumpulan data; 3) 
desain produk; 4) validasi desain; 5) revisi desain; 6) uji coba produk, 7) revisi 
produk. Data pada penelitian ini adalah data tentang kebutuhan media game 
puzzle edukasi, prototipe dari media game puzzle edukasi dan efektivitas dari 
media game puzzle edukasi. Teknik pengumpulan data terdiri dari observasi, 
wawancara, kuesioner dan dokumentasi. Sumber data penelitian ini adalah siswa 
dan guru kelas III SD N Pulorejo 01, SD N Winong 01, SD N Kebolampang 
sebagai SD kelompok eksperimen dan SD N Sumbermulyo 01, SD N Kropak 02, 
SD N Godo 03 sebagai SD kelompok kontrol di Kecamatan Winong Kabupaten 
Pati. 
Hasil prototipe media game puzzle adalah seperangkat media yang berisi 
game puzzle menggunakan aplikasi flash, game puzzle manual, dan buku petunjuk 
game puzzle. Hasil uji keefektifan menunjukkan bahwa media game puzzle 
efektif, yang ditunjukkan dengan hasil uji t. Hasil dari uji t pada kelompok 
eksperimen dan kontrol yaitu 9,052. Data dari uji t menunjukkan bahwa t hitung > t 
tabel, yaitu 9,052 > 1,657 maka Ho ditolak dan Ha diterima. Berdasarkan uji t 
tersebut maka dapat disimpulkan bahwa penerapan media game puzzle di kelas III 
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